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Game Playing Help: 

Starts on Page 15 and includes a mass of Multiface Pokes from, John 
Clark, Concherty, Chris Heath, Jon North, and Nigel Stone, with 
hints, maps, and poke routines on the following games; Butch Hard 
Guy, Biggies, Zub, Gauntlet & The Deeper Dungeons, Escape From 
Singe's Castle, Sigma 7, S.O.S., Little Al, Avenger, Sceptre of 
Bagdad, Rasterscan, Trap, Curse of Sherwood, Bomb Jack II, 
Jailbreak, Firelord, Arkanoid, Shadow Skimmer, Sky Runner, 

Feud, Shockway Rider, Cyrox, Dragons Lair, Skool Daze, Give My 
Regards to Broad Street, Handball Maradonna, Agent X, Marble 
Madness, plus many others, and Maps on; Avenger, Sceptre of 
Bagdad, Curse of Sherwood, Fist II, Gauntlet, Glider Rider, Xeno, 
Ninja, and Zub. 

Articles: 


Page 10: Scott Moore takes a look at theVideo Arcade scene. 
Page 33: Andrew Harrison introduces an item on Video Films. 
Page 40: More tales from 1338. 


Reviews: 


Reviews start on Page 6, and include a look at Firestorm, Gauntlet 
The Deeper Dungeon, Nemesis The Warlock, Enduro Racer, Indoor 
Sports, Koronis Rift, Head Over Heels, and Big Trouble in Little 
China, and we continue on Page 36, with HitPak, Knucklebusters, 
Nemesis, Krakout, and Star raiders II. 

Plus all the other news from the Home Computer World. 
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Editorial 


Welcome to issue 17 
of the Arcade Handbook. 

This issue we have tried to 
add a bit more variety to 
our mag with the 
introduction of two new 
columns that we hope will 
become a regular feature in 
the book. Scott Moore, one 
of our regular game hint 
contributors, takes a first 
look for H & D at the world 
of Video Arcades. Lets face 
it there is no doubting the 
obvious links with home 
computer games; after all, 
what you see in the Arcade 
\ today may be on the _ 

SOFTWARE 

NEWS 

Activision have been 
very busy in licensing some 
big names in software. In 
December they will release 
Fire Trap on major formats 
through their Electric Dreams 
label. Also through Electric 
Dreams will appear Star 
Raider II. UFO Robo Danger 
from Nichibutsu is their first 
scheduled release and the 
popular coin op game 
Rampage is being converted 
for a Christmas 87 release. 


US GOLD’S £9 
MILLION 
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computer tomorrow. We 
wonder when itll work the 
other way, as well. Also, 
Andrew Harrison takes a 
look at two new video 
releases, one, Aliens is also a 
computer game in its own 
right 

Mastertronic have 
been confirmed as the Top 
Budget Software House, 
and this comes at a time 
when Gallup are predicting 
an even larger slice of the 
software market for 
Budget titles by the end of 
the year. This hasnl 
worried some of the top 
software houses, Gremlin 
and Act vision among them, 
from continuing to license 
top names for game release 


during Autumn and Winter. 

Another major news 
item this month has been the 
release of the latest ABC 
computer magazine 
circulation figures that t 
revealed some interesting 
data. All effected 
magazines have been quick 
to defend their own 
publications and attack 
others, and well all be glad 
when the bragging and 
whinging dies down. We will 
be very cool, calm, and 
collected, when our mags go 
to No. 1, and we will promise 
not to slag anyone off, well 
try not to anyway! 

OK thats enough of 
this, enjoy the issue. 


Remember a 
software house called 
Ultimate? Well after a year 
without a release, US gold, 
their owners, have announced 
two new Ultimate titles- 
Martianoids and Bubbler for 
release by June of this year, 
with two further titles 
targetted for a Christmas 
release. 

Gremlin have now 
joined the licencing craze with 
a tie up of Death Wish 3 and 
Waft Disney's Basil the Great 
Mouse Detective due for 
release on major formats at 
Christmas. 


WARNING 

Alternative Software 
specialise in re-releasing old 
titles at £1.99 prices. In most 
cases they will republish under 
the original titles, but they are 
now beginning to release 
games with a different title. So 
be warned, if you see a title 
that you do not recognise. 
Recent examples of this are 
Cricket International, 
previously titled Tim loves 
Cricket and Olympic 
Spectacular once called 
Micro Olympics, although the 
latter has been improved with 
more events. 


An error last month in our 1986 turnover was £9 Million, 
reported US Gold turnover The figures we quoted last 

and profit. In fact US Golds month were in fact 1985’s! 















MAGS SALES 
FIGURES 

Computer and Video 
Games have been quick to 
slag off all the other Mags 
after recent ABC Circulation 
figures show them to be the 
top selling computer 
magazine. Figures for the 

ATARI ST V 

COMMODORE 

AMIGA 

The battle lines are 
drawn in 1987 between 
Commodore and Atari. Atari 
have fired the first volley, with 
their ST release which is 
already drawing a good deal 


COMPLAINTS 

The Advertising 
Standards Authority has 
named the computer industry 
as the third largest cause of 
advertising complaints in the 
U.K. Computers are third only 
to Holidays and Cars for 
causing dissatisfaction. Some 


THE 

SPECTRUM 
PLUS 3 - 
HESITATION 

Software houses 
have been a little hesitant to 


BUDGET BOOM 

We are aware that 
Budget apparently accounts 
for 40% of the Software 


second half of 1986 show 
C+VG sales at 106,571 (up 
from 98,575), Crash at 
96,327 (down from 101,483). 
Further blows to the Spectrum 
specific market were that 
Sinclair User dropped from 
90,750 to 84,750, whilst the 
Commodore market improved 
with Zzap now up to 64,728 , 
and Commodore User up to 


of game software. 
Commodore's Amiga 500 due 
for release in the summer and 
labelled as the ultimate leisure 
machine, already has the 
backing of the top software 
house US Gold, who have 
promised releases to coincide 
with it. 1987 should be an 
interesting year in the high 
price computer games market. 

big companies are being 

named for special areas of 
complaint, including Amstrad, 
Opus, and British Telecom. 
The A. S. A. are particularly 
worried about Sir Clive 
Sinclairs new computer the 
Z88, as they are all too aware 
of the problems that have 
been linked with Sir Clive’s 
products in the past. 

throw in their all with Mr Sugar 
and develop new software for 
the Speccy with Disc Drive. 
Most will wait to see the public 
response to the machine, and 
others promise compilations or 
a rehash of their old games. 

Not exactly a thrilling 
prospect. 

Market, with Gallup 
forecasting that it will rise to 
60% this year. Gallup though 
have recently released a 
chart of the top budget 
names, and how much of this 


60,848. Newsfield, owners of 
Crash are quick to point out 
that in fact based upon U.K. 
and Ireland sales, C+VG only 
achieved 84,356 sales, whilst 
Crash accounted for 94,823. 
We, of course, don't get 
involved in these squabbles, 
dealing , as we do, with a very 
select and discerning type of 
customer. 

COPYING 

HINTS 

It is quite some time 
since we last mentioned an 
ever present problem that we 
and many other computer 
magazines are plagued with. It 
is becoming ever more 
evident that items that we 
print are being taken by a 
minority of readers, and then 
sent to one of the bigger 
monthly magazines and 
appearing under their name in 
a future issue. All items printed 
in our magazines belong to H 
& D and we resent the hard 
work of our contributors being 
ripped off by other people for 
their own ends. Likewise we 
don't want to receive material 
that has been printed in one 
of the other magazines. We 
simply do not have the 
resources to check everthing 
that is sent in, so please don't 
steal other people's work and 
pass it on as your own, nor 
send us items printed 
elsewhere. Quite simply 
"DON'T DO ITF _ 

40% market they have. 
Mastertronic are way out in 
front with 45.1 %, second is 
Firebird with 16.8%, closely 
followed in third place by 
Code Masters with 15.3%. 
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The Scoring System: 

Between 90-100% H&D Rave 
Between 80-89% Excettent 
Between 70-79% Very Good 
Between 60-69% Good 
Between 50-59% Average 
Between 4049% Poor 
Between 30-39% Rubbish 
yBetween 00-29% Garbage 


Title: FIRESTORM 
Publisher: Nexus 
Address: DSB House, 30 
High St, Beckenham, Kent, 
BR2 0XW. 

R.R.P.: 8.95 

Game Type: Arcade 

Adventure 


In this game you take 
on the role of Firestorm who is 
able to create destructive fire¬ 
balls, control mens minds, and 
computer memory banks, or 
move inanimate objects by the 
use of telekenesis. Overall a 
proper dever dick. A criminal 
organisation has heard of 
your powers and has 
kidnapped your girlfriend so 
that you will break into their 
stronghold where they intend 
to capture you. 

The stronghold 
contains 12 levels and your 
girlfriend is locked up on the 
twelth meaning that you have 
to make it all the way from 1. 
You must de-activate all the 
floors by locating and putting 
out the central computer on 
each floor. The floors are 
connected by a series of lifts 
some accessing specific floors 
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others only able to move you 
a floor at a time. Your three 
powers can be refuelled and 
improved by collecting three 
different coloured substances 
that are placed throughout 
the citadel. The citadel is 
protected by four main items. 
Derezzers which are pyramid 
type objects that frazzle you 
when you get near. Floor 


remaining Booster 
substances. 

The whole game 
relies on strategy, as well as 
just blasting away. You really 
need to have explored a level 
fully, which is helped by a small 
map at the bottom of the 
screen, showing your location 
on the level. Never risk 
blasting the C.C.U. until you 
have picked 
up all the 
substances, 
but this does 
mean that you 
have to be 
more alert to 
the dangers. 

As 

you may have 
gathered the 
game is a sort 
of cross 
between 
Impossible 
Mission and 
Strike Force 
Cobra, with 
you getting a 
Birds eye view 
of the action. 
Control and 
animation lets, 
what could be 
an excellent 
game, down, 

but the game is fun and needs 
a good deal of skill to master. 
Possibly the best offering so 
far from Nexus and well worth 
a look. 

Firestorm The Scores 
Graphics 79% 

Playability 76% 

Addictiveness 78% 

Instability 81% 

Value For Money 77% 

H&D rating 78% 



Sweeps, these are bands of 
light which move over the 
floor, (step on one and 
beware). Droids, of which 
there are seven, each with 
their own type of behaviour. 
Finally the Central Control 
Units, which when located and 
destroyed de-activate all 
defences on that level. 
Unfortunately once destroyed 
they cause you to lose any 





















Title: GAUNTLET THE 
DEEPER DUNGEONS 
Publisher: US Gold 
Address: Units 2/3, 

Holford Way, Holford, 
Birmingham, B6 7AX. 
R.R.P.: 4.99 All Formats 
Game Type: Arcade 

The original Gauntlet 
was just a little disappointing, 
but good sales have meant 
that US Gold have gone for 
even more with this package 
at less than a fiver that will 
allow the action to take place 
on a further 512 screens. The 
only drawback may be that 
you have to have the original 
Gauntlet tape to play this add 
on. The future could be a 
whole range of Gauntlet 
scenarios, but surely US Gold 
will end it all at this stage. 

Many of the levels in 
this game have come from 
original Gauntlet players. 



They have designed the 
dungeons in answer to an 
original competition for 
dungeon designs, thus 
allowing the trials and 
tribulations of our four heroes 
to continue. As in the original, 


you have the ability to control 
different characters as you 
wander through various 
mazes, collecting treasure and 
trying to defeat monsters. 

The graphics pick up 
from where the original left 
off, and are adequate. This is 
quite simply an add on for 
gauntlet owners, and if you 
enjoyed the original then 
there is no reason why you 
shouldn't be willing to part with 
a fiver for the priveiege of 
over 500 new mazes to 
explore and conquer. A 
reasonably priced add on. 


Gauntlet The Deeper 
Dungeons The Scores 
Graphics 76% 
Playability 83% 
Lastability 86% 
Addictiveness 84% 
Value For Money 82% 
H & D Rating 83% 


Title: NEMESIS THE 
WARLOCK 
Publisher: Martech 
Address: Martech House, 
Bay Terrace, Pevensey 
Bay, East Sussex, BN24 
6EE 

R.R.P.: 7.95 (Sp) 8.95 
(Ams, C64) 

Game type: Arcade 
Adventure 

To the apparent 
500,000 readers of the comic 
2000 AD (Eat your heart out 
Crash, and C & VG) Nemesis 
the Warlock needs little 
introduction, to the other 
twenty or so of us, read on! 

The action takes 
place on the planet Termight, 


the capital of a cruel galactic 
empire. The empire is run by 
the cruel and evil 
Torquemada the Grand 
Master. Nemesis the Warlock 
is the leader of Credo,(the 
resistence movement ie. the 
goodie) although I would 
certainly not want to come up 
against him in a dark alley, 
goodie or not! The action 
takes place over many 
interconnected screens, as 
Torquemada sends some of 
his evilest servants to try to 
kill you. You must reach his lair 
and defeat him, to free the 
world from tyranny. 

This is not the first 
character to be taken from 
2000AD and transfered to the 


computer, Strontium Dog and 
more recently Judge Dredd 
have had the same treatment. 
But judging from the early play 
this is easily the most bloodiest 
of the three, and its a little 
surprising in the light of the 
Dracula game that the 
censors haven't been at it. 

Your life is represented below 
the 2D screen as a heart that 
is gradually squeezed by a 
hand until you die when the 
the same hand squeezes the 
last bit of blood from your 
heart. You can blast the 
nasties, but you do have a 
limited amount of ammunition 
so at times you must cut them 
down with your sword. 

Blasting them is great fun as 
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was not a better 
game behind it all. 

There is 
I no doubting it will 
sell very well, and 
if this style of game 
appeals we'd 
recommend you go 
out and buy it 
quick before Mary 
Whitehouse bans 
it. Not for the 
squemish, and if 
you fall into the 
category of being 
evil, nasty, blood 
thirsty, and sick, 
then like us you 
should like it. 


they fly back when hit, 
apparent blood spurting from 
their wound. Some of these 
nasties contain a Zombie, who 
jumps out of their stomach 
whilst they lay dead on the 
floor. These creatures take 
some killing, so try to save 
your ammunition. Each screen 
has a number of nasties you 
must kill to progress to the 
next ie. you need to kill at 
least 10 creatures in the first 
screen to make your way up 
to the top and on to the next 
screen. The screens are not 
very inspiring, and you have 
the ability to progress up 
various levels, one at a time. 
Not very inspiring 
background, but it appears 
that emphasis has been made 
on the combat feature. 

The bloodthirsty 
aspect of the game will 
obviously appeal to many, and 
apparently the comic is 
produced on very much the 
same lines hence the half 


million sales. We really are an 
evil lot! Good effects apart 
there is not a great deal to 
the game, but we have to 
admit we found ourselves 
enjoying splattering the 
nasties, a great pity that there 


Nemesis The Warlock The 

Scores 

Graphics 78% 

Playability 81% 
Addictiveness 76% 
Instability 65% 

Value For Money 67% 

H & D Rating 71% 


Title: ENDURO RACER 
Publisher: Activision 
Address: 23 Pond St, 
London, NW3 2PN. 

R.R.P.: 9.99 

Game Type: Motor Bike 
Scramble Simulation 

Another in a long line 
of Arcade conversions, and 
one that has raised some 
excitement from the game 
buying public. Enduro racer 
simulates the thrill of motor 
bike riding from tarmac tracks 
to desert trails. You compete 
against the clock your, 
opponents, and numerous 
obstacles in this excellent 
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simulation. 

As you race through 
the various stages you get 
extended plays, as you would 
in an arcade, and the aim of 
the game is to come up with a 
fast time. Jumping the ramps is 
great fun and to do so 
correctly you have to pull a 
wheelie just before you hit the 
ramp. There are also 
obstacles to avoid and failure 
to do so could see you flying 
from your bike and landing in 
a heap. As well as other bikes 
on the road you may come up 
against jeeps, and watch out 
for the trees. You will honestly 
be saying "the tree came from 


nowhere, Officer" at times. As 
you go from one landscape to 
another there are some nice 
touches ie. when you hit the 
desert, you leave a plume of 
dust as you race around the 
track. 

There are no gears 
to contend with and it is simply 
a matter of increasing or 
decreasing the throttle and 
moving left or right. At times 
the realism is a little 
disappointing, as you seem to 
be able to go through fellow 
riders and jeeps without 
crashing. Its as though they 
are sometimes just there for 
show, which is a great pity. All 















the time you are against the 
clock and you have to 
complete sections within a set 
time limit.. 

Animation is fairly 
good and another nice effect 
is the foot on the floor when 
you take a curve. There is no 
doubt that this is less of a 
simulation than an arcade 
game, but it is entertainment, 
and possibly the best Motor 
Bike game released and that’s 


not bad seeing the number of 
competitors there are around. 
A small question mark over 
lastability, but, overall a nice 
arcade addition. 

Enduro Racer The Scores 
Graphics 78% 

Playability 86% 
Addictiveness 83% 
Lastability 79% 

Value For Money 79% 

H & D rating 81% 


Title: INDOOR SPORTS 
Publisher: Advance 
Address: 17 Staple Tye, 
Harlow, Essex, CM18 7UC 
R.R.P.: 8.95 
Game Type: Sport 
Simulation 

Well we've had pub 
games that received a very 
mixed response and here 
we have Indoor Sports that 
features Darts, Air 
Hockey, Ten Pin 
Bowling, and a special 
bonus for Spectrum 
owners Superstar 
Ping Pong, which was 
a release in its own 
right on the C64 some 
time ago. 

Advance 

have obviously put 
some time in on the 
graphics and 
animation of the 
games but at times it 
has left the actual play 
just a little suspect. 

The darts is good fun 
but not a patch on 180 
from mastertronicthat 
only cost £1.99 
anyway. The Air 
Hockey is a good bat 


and ball game but not too 
different from Ping Pong 
which the Spectrum owners 
also have. Obviously with the 
release of 10th Frame the 
bowling has to be compared, 
and indeed there appears to 
be a lack of control when 
playing this, and this is 
perhaps the worst game on 


the tape. 

The games are 
well put together but for 
C64 owners in particular, 
there should have been a 
bit more variety. It is 
doubtful that you will not 
have a similar game in 
your collection already 
and if so there seems to 
be little to inspire 
you to go out and 
buy this one. 

Its a case 
of too little, too 
late. With the extra 
Ping Pong game 
for Spectrum 
owners they should 
add 10% to value 
For Money and 5% 
to the overall 
rating. 

Indoor Sports 
The Scores 
Graphics 85% 
Playability 79% 
Addictiveness 
63% 

Lastability 61% 
Value For 
Money 66% 

H & D rating 

68% 
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iv Around the Coin-Ops H JD 


Scott Moore, as many 
of you will know, is a regular 
contributor to our Arcade 
Handbooks. He is also a 
regular visitor to the Video 
Arcades, and in this issue 
presents the first of a regular 
report on the games he plays. 
This issue he reviews a 
handful of games, some new, 
some whose names will be 
familiar. 

Title: Out Run 
Producer: Sega 
Cost per play: 20p 

At first sight this game looks 
as if it will join the ever 
increasing number of average 
racing simulations, but this is 
different. You're driving in a 
race in a Ferrari, with your 
girlfriend in the passenger 
seat. The aspect which makes 
the game stand out is the 
realism. When you are driving 
up or down a hill, you cant 
see what is in front You drive 
on the American Highway, 
avoiding VWs and wagons. 
You race against the dock, 
and when you finish one level, 
there is a choice of another 
two routes, giving tong term 
challenge. Your blonde 
girlfriend doesn't play much of 
a part, but when you make a 
mistake, she tells you off. The 
graphics are realistic, and 
some versions of the game 
boast hydraulics. 

Graphics: 92% 

Hookability: 93% 

Instability: 85% 
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Value: 87% 

Overall: 86% 

I 

Title: Space Harrier 
Producer: Sega 
Cost per play: 30p 

You are the last Space 
Harrier left, and you must 
defend the world from the 
Aliens. It is a Commando type 
shoot-em-up. The aim is to 
dear the dties, one by one, 
which house many types of 
different creatures. At first 
sight you will be amazed by 
the colourful well animated, 
and very, very fast moving 
graphics. If you took at the 
machine you will see amazing 
hydraulics - the machine 
throws you from side to side 
as you move. However, after 
playing on it a while, it seems 
that the graphics, and the 
hydraulics are just covering 
up an average game. 
Graphics: 97% 

Hookability: 92% 

Instability: 65% 

Value: 49% 

Overall: 67% 

Title: Jackal 
Producer: Konami 
Cost per play: lOp 

Yes, yet another game in the 
Commando trend, but this 
game uses jeeps instead of 
soldiers. This is a two player 
game allowing both players to 
play simultaneously. You start 
outside the enemy camp, and 
two soldiers are dropped in 


the jeep. As soon as you begin 
you will realise that the jeep 
will always fire up, no matter 
which position you are in, and 
this is a great hindrance. 
Grenades however can be 
shot anywhere. The object is 
to rescue POWs who are 
held in the buildings, and drop 
them into a helicopter. The 
action is fast and furious, but 
the graphics lack colour. 
Overall a playable short term 
game, especially with a friend. 
Graphics: 72% 

Hookability: 87% 

Lastability: 71% 

Value: 75% 

Overall: 72% 

Title: Rampage 
Producer: Bally Midway 
Cost per play: lOp 

Now you can fulfill your wildest 
dreams, and turn into three 
different monster - a wolf, a 
lizard, or a gorilla, all for the 
price of 10p. You have 
decided to transform into a 
monster and have the bright 
idea of demolishing the good 
old USA. You have to travel 
to different cities, smashing 
the big buildings. The mayor 
isn't too pleased, and has sent 
out snipers, choppers, and 
tanks to kill you. You have an 
energy bar which depletes 
when you are hit by the 
enemy. It can be increased by 
eating the food in some 
buildings. The graphics are 
well done with some amazing 
touches. 

Graphics: 85% 















Hookability: 90% 
Instability: 79% 
Value: 79% 
Overall: 75% 


Title: Gauntlet 2 
Producer: Atari 
Cost per play: lOp 
Yes, the fab four are back in 
another adventure. After 
completing the first part, 
Merlin the Wizard, Questor 
the Elf, Thyra the Valkyrie, 
and Thor the Warrior, bounty 


hunters of the Arcades, star in 
the sequel to Atari's smash hit. 
The most unusual thing is the 
cabinet, which houses 4 
joysticks, and this time 4 
Elves, or 4 of any kind, can 
play at once. 

The object is to travel through 
levels Wiling ghosts, demons, 
and the most deadly, Death, 
whilst collecting treasure. 

Each character has different 
points, some weak, some 
strong. A health rating falls 
from 500 and can be upped 


by eating food, or by putting 
another lOp in. Graphics are 
adequate with amazing 
speech, reminding the player 
another lOp is needed. THE 
classic Arcade game. 
Graphics: 86% 

Hookability: 98% 
Instability :99% 

Value: 99% 

Overall: 98% 

Scott will be back with 
some more reviews in the 
very near future. 



Title: KORONIS RIFT 
Publisher: Activision 
R.R.P.: 7.99 
Game Type: Arcade 
Adventure 

You, and your robot 
side-kick Psytek, are in 
control of a techno 
scavenger, making a living 
searching for abandoned 
technological systems, left 
abandoned on planet 
surfaces. Things are pretty 
quiet until Psytek picks up a 
planet that has been 
previously uncharted. It is a 
planet cut by deep rifts; is it 
possible that you have 
discovered the legendary 
planet Koronis; Hundreds of 
thousands of years ago a 
technologically advanced 
race would test their highly 
advanced systems on the 
planet Koronis. Finding this 
planet has been the dream of 
technoscavengers for 
centuries, and now, you 
appear to have the chance. 

Koronis is cut by 
deep valleys called rifts and 
you land in rift one and have 
to make your way through all 
the rifts, exploring them one at 


a time. The rifts contain 
various hulks that can be 
explored. Unfortunately the 
Guardians had left an efficient 
defence system, and your 
exploration is continually 
interrupted by defence 
spacecraft who aim to destroy 
you. You will continually be 
hindered in your task until you 
destroy the Guardian base in 
Rift 20, so, be prepared for a 
long battle. When you identify 
a Hulk you must first of all get 
rid of the enemy saucers and 
then you can send your RT 
Robot to examine the hulk and 
return with anything it finds. As 
you progress in the game you 


will pick up better weapon 
systems that will help you in 
your tong term quest to 
destroy the Guardian base on 
Level 20. 

Koronis Rift first 
appeared on the C64 many 
months ago and its mix of 
Arcade and Strategy made it 
very popular. This is a very 
good conversion and should 
appeal to a wider audience. 
The game in style is not too 
far away from another 
Activision Lucasfilm game 
Rescue On Fractulus. The skill 
is in actually knowing when to 
stop exploring. As you move 
around the rift, hulks will 
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appear that need your 
attention. Ignore one and you 
may miss something vital, 
choose one before another, 
and you may miss a vital piece 
of equipment that would have 
helped you complete a rift 
before getting blasted ie. a 
stronger defence shield. The 
real pain are the saucers, 
which you cant ignore, and at 
times you find yourself getting 
fed up as they keep you from 
exploring the hulks. We've 


already mentioned the 
similarity with rescue On 
Fractalus, and although it is a 
very polished product it falls 
into the same trap of having a 
lack of depth in play. The 
modules that you come across 
have varying attributes and at 
times it is well worth getting 
your trusty robot to make 
some decisions as to what to 
keep. 

Koronis Rift is a 
thinking mans shoot em' up 


and is very well priced. The 
pace of the game will put 
many off, but it is well worth 
sticking with it even if the 
saucers become a pain. 


Koronis Rift The Scores 
Graphics 79% 
Playability 68% 
Addictiveness 69% 
Instability 82% 

Value For Money 84% 

H & D Rating 81% 


Title: HEAD OVER HEELS 
Publisher: Ocean 
Address: 6 Central St, 
Manchester, M2 5NS. 
R.R.P.: 7.95 (Sp) 8.95 
(Ams) 

Game Type: 3D Arcade 
Adventure 

There has been a 
great deal of anticipation 
around for the arrival of this 
game, due to everyone 
coming into our shop and 
asking for the game. This was 
due in the main to a Crash 
Smash rating, showing what 
power these big mags have. 
Anyway onto the game. 

The planet 

Blacktooth rules over four 
slave planets, Egyptus, 
Penitentiary, Safari, and Book 
World. All these slave worlds 
bubble with unrest but lack the 
leadership to lead them in a 
rebellion. The planets of 
Freedom are growing just a 
little worried over the military 
expansion by Blacktooth and 
so have sent a spy to try to 
push the slave planets into 
rebellion. Each slave planet 
has its own crown which were 



lost when Blacktooth took 
over. If these crowns can be 
located, the people will 
believe in themselves once 
again, and fight back against 
Blacktooth. The spy who was 
sent is in fact two creatures, 
and they are our heroes Head 
and Heels. In fact both can 
act independantly or join 
together to form one. Head 
and Heels have been 
captured, separated, and 
imprisoned on Blacktooth. This 
is where your task begins, you 
must get them out and to the 
market place where they must 


join up. From there you must 
go to Moon base 
headquarters where you must 
either escape back to 
freedom or be a real hero and 
teleport to a slave planet to 
search for a bst crown. 
Unfortunately the people will 
only feel confident if all four of 
the slave planets crowns are 
located, so you have your 
work cut out to do this, never 
mind defeat Blacktooth once 
the rebellion is under way. 

There are very few 
games around these days that 
inspire you to play them from 
a read of the scenario and 
instructions. This game falls 
into that category, and is 
even better than most 
because you don't bse your 
eagerness once you start to 
play. The layout of the 
screens is not new and is very 
much in the Batman, Sweevo 
World style that was popular 
some 12 months back. What 
makes this game so different 
is the two heroes, that you 
control. The interactbn is 
excellent and the skill is in 
using each to the best of his 
ability, and at times knowing 
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just when to join them together 
as one. As in all games of this 
style there are plenty of 
objects spread around the 
various screens, some good, 
others not. Even a 
characature of Prince Charles 
makes an appearance, very 
tastefully though. You create 
your own skill levels in the 
game ie. Just escaping from 
the planet gives a sense of 
achievement, then you have 
to build up your courage to go 


back to the planets to try to 
find the crowns. Each planet 
has its own characteristics - 
from the dense jungles of 
Safari to the Mountainous 
planet Penetentiary, and each 
require a differing skill or skills 
to master it. 

There is so much to 
do in the game that you are 
bound to go back time and 
time again. A must for anyone 
who likes the 3D style of 
Arcade Adventure pioneered 


many moons ago by Ultimate. 
A breath of fresh air to the 
software market that seems to 
be full of arcade shoot em' up 
clones. 

Head Over Heels The 
Scores 

Graphics 93% 

Playability 86% 
Addictiveness 91% 
Instability 91% 

Value For Money 86% 

H & D Rating 89% 


Title: BIG TROUBLE IN 
UTTLE CHINA 
Publisher: Electric Dreams 
Address: 31 Carlton 
crescent, Southampton, 
SOI 2EW. 

R.R.P.: 9.99 

Game Type: Arcade 

Adventure 

The evil 

Mandarin Lo Pan, is 
after a mortal body. 

He can get it with 
help from a demon, 
who requires 
something in return. 

To do sc he must 
marry a green eyed 
girl and then 
sacrifice her, what 
a waste! Grade 
Law, and Miao Yin _ 
are girls that fall into the 
green eyed category and so 
Lo Pan's henchmen kidnap 
them. These two girls happen 
to be the girlfriends of Jack 
Burton and Wang Chi who 
enlist the help of a friend Egg 
Shen and enter the empire of 
Chinatown San Francisco. 
First they must battle through 
the streets, then the sewers, 


and finally the underground 
domain of the Mandarin to try 
to rescue their girls. 

You are in control of 
the three characters, who 
each have specific strengths 
and weaknesses. At any one 
time you only control one of 
the characters. So it is 



important that, when you are 
faced with an adversary, you 
choose the right man for the 
job. The action takes place on 
a 2D screen with movement 
restricted to left and right with 
the ability to jump (or float!) up 
and down. Each character 
has his own stamina level, and 
the ability to use specific 
weapons that can be found in 


the game. You have to keep a 
close eye on the stamina 
levels, because if one of your 
three people die you will be 
unable to face the Mandarin 
since all three are needed to 
defeat him. Jack Burton is 
useful with fists and quite 
once he finds a 
bushmastergun. 

Wang Chi is a martial 
arts expert and is 
even more deadly 
when making use of 
swords that can be 
found around the 
place. Egg Shen is a 
bit of a magician and 
has the ability to 
throw fireballs, 
unfortunately only 
over small distances, 
but should he find 

potions, his magic will grow 
even stronger. 

There are four levels 
to the game. Firstly you must 
walk the streets of Chinatown, 
keeping an eye out for martial 
arts experts and even 
gunmen. Level two is the 
Sewers, where Monsters will 
also crop up; these cannot be 
killed and must be jumped 

Page 13 









over. Level 3 is Lo Pans 
headquarters where you meet 
the Storms! Level 4 is the 
marriage quarters where you 
must defeat Lo Pans warriors 
and the man himself. 

Although you are only 
in control of one character at 
a time the other two will 
always folbw; that is until 
someone comes for a fight. It’s 
quite funny that your two 
mates leg it when someone 
threatens and return once the 
adversary has been 
defeated. The graphics and 


animation are excellent and 
add tremendously to the 
game. Monotony can tend to 
set in and you need to quickly 
progress through the levels so 
that the action and scenery 
changes. 

Yet another 

computer game based on a 
film. You would think that 
they’d release these games to 
coincide with a cinema or 
video release of the same 
title. This appears not to have 
happened, although in 
fairness it is one of the best 


Film tie in games produced for 
quite a time. Will not 
recommend whole heartedly, 
but if you fancy a cross 
between Fist II and Judge 
Dredd then it should appeal. 


Big Trouble In Little China 
The Scores 
Graphics 89% 

Playability 84% 
Addictiveness 76% 
Instability 73% 

Value For Money 68% 

H & D Rating 72% 


|jj Readers Section |j| 


CHUCKIE EGG 
2 (MICRODRIVE POKED 
VERSION) 

Alan Jon** of 20 
Romney Walk, Cfoaaley Estate, 
Chadderton, Oldham, Lancs has 
got around a wary compficated 
Chuckle Egg 2 game lo enter an 
Infinite Lives routine - 
unfortunately for Mkrodrive 
owners only. If you require a 
version, please send a 
Mkrodrive Cartridge plus £1.50 
to cover tune and postage to the 
address above. 

ARCADE HELP 
WANTED 

R. E. Riches wants a 
poke fpr Infinite fives on Wanted 
Monty Mole. Contact him at 
Waytsnrf 42, Cheslwm Rd, 
Bovtngdon, Hamel Hempstead, 

Herts, HP3 OEA. 

Mrs S. Robinson of 47, 
Roxby St, Uttte Horton, 

Bradford, BD5 7NV is having 


trouble with Chuckle Egg Z 
Does anyone out there have a 
working poke, as we would 
appreciate it hare at fits mag. as 
well 

Zipper 


Mathew Scott writes to 
say that anyone interested in a 
cheap computer magazine 
ehoifid send a stamp and 35p to 
him at 4 Smythaona Close 
School, Ayciffe Newton, 

Aydiffs, Co. Durham DL5 6TB 
and ha wM sand issue 3 of 
ZKppar. 

FOR SALE OR 
SWAP 

A. Harrison of 21 
Festival Rd, Portadown, Co. 
Armagh, N. fieland BT63 SHE 
has fits folowing games for sale 
on fits Spectrum 48K. If you 
wish to buy any, please sand a 
postal order or cash (if coins 
please stick together with tape) 
and p lease no Cheques. 


Necris Dome £1.00, Vampire 
£1.00, Se Kaa of Aaalah £1.50, 
Byte Bitten £1.00, Pole Position 
£2 .00, Spy Hunter £3.00, 

Enigma Force M Shadowfire 2 
£4.50, Eureka £3.50, Efite 4 
Editor £10.00, Gr^hic 
Adventure Oeater £16.00, 
Tomahawk £5.00, GSaes £3.00, 
Abu Sirnbei Profanation £4.00, 
LD. £4j00, Combat Lynx £4.00, 
Mghtshade £4.00, Gyron LX50. 


Fred Fill of 78, Chapel 
St, Tiverton, EX16 6BU would 
Ike to swap the latest games. 
Please sand lets to him . 


M. McManus of High 
Street, Drumehango, Co. 

Leitrim, Ireland has the 
foiowing games to swop or sell. 

Hit Pak, Sal Combat, 
Saboteur, Green Beret, 

Jaibreak, Compilation Fits 3, 
Equinox, Dan Dare, Gauntlet, 
Strike Force Cobra, Ouazatron, 
Kai Temple, Way of the 
Expfodng Fiat, Jack the Npper, 
Jet Set Wily 2. Nmje Master. 

Ha is also wiling to buy a 
VTX5000 Modem or swop for 7 
of tiw games fisted above. 
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John Clark supplies the 
folbwing 

Multiface One 
Pokes 

1942 Poke 47007, n (n = 
number of lives 1 -255) 

Jack the Nipper 

Poke 44278,58:44285,58 
indestructable 

Paperboy Poke 

48023,201 indestructable 

Cyberun Poke 

36168,175 indestructable 
War Poke 38394,0 infinite 
lives 

Elite Poke 46848,201 
destroy menaces 

Scooby Doo Poke 

29614,0 infinite lives 
Zub Poke 37473,201 
destroy menaces 
Jail Break Poke 
50651,0 infinite lives 
XeviOUS Poke 
53757,0 infinite lives 

Terra Cresta 

Poke 37798,0 infinite lives 

Butch Hard Guy 

Type Load"" enter. 
Then bad the header. When 
the header has loaded press 
break. List the basic before 
the Randomize Usr and put 
Poke 35392,0 for infinite lives, 
or Poke 34470,0:33859,0 for 
big jumps. 


Concherty of 

Sunderland has been Poking 
with his Mutiface and Genie to 
come up with these routines. 

Kung Fu Master 

Poke 27982,0 for 
infinite lives. 

Bomb Jack 2 

Poke 33562,0 for 
infinite energy 

Jail Break 

Poke 50651,0 for 
Infinite lives. 


Michael Flood 

offers the folbwing game 
help. 

Biggies 

The secret code for 
the helicopter is NERW 
spelled backwards. At the 
beginning of the game you are 
flying forwards at 45 degrees. 
Pull down on the joystick till 
you're flying backwards at 45 
degrees, then move the stick 
to the right until it gets to the 
number bearing 000 degrees. 
Fly to map number 11. Look 
along the white line on the 
detailed map and you should 
see a red square. Land there 
and collect the machine gun. 
Take off and go to any other 
red squares on the map, 
collecting all the equipment on 


the way. There are two 
people on this map, get Bertie 
then fly at a bearing of 180 
until you get to Map 10. 
Collect the equipment from 
the red squares. Fly at a 
bearing of 270 to the allied 
camp on map 10. Land on the 
red triangle and you will be 
told the bcatbn of the 
convent. 

Pick up Mary and fly to any 
other red square on this 
sector, stocking up on the fuel 
around the camp. Now fly to 
the convent. You will probably 
be attacked by two planes. 
Shoot one down, and you will 
probably be left with one on 
your tail. Sbw down and fly 
backwards, and you should 
see it in your sights. On the 
same map as the convent is 
Smithy. Pbk him up and drop 
Mary. Once at the convent 
you will be told the bcatbn of 
the Sound Machine weapon. 

Fuel: This is shown 
as a red dot, and when picked 
up it will go either straight into 
the fuel tank or onto your 
equipment list. You must land 
to top up the tank with the 
petrol you are carrying. 

Machine gun: To use 
this you need Ammo and 
Bertie. 

Repairs: You need 
Smithy aboard to repair any 
damage. He can do this only 
on the ground at main 
bcatbns. 
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Zub 

If you’re uncertain 
whether the next base is 
upper right or left, always go 
to the left. When trying to get 
your bearings, crashing into 
the barrier at the left will allow 
you to stay on the platform, 
whereas you will fall off if you 
go to the right. If you're 
further along the left side of 
the screen, ensure that you 
are pointing to the right, since 
the Aliens come down from the 
centre. Before making the last 
leap on to the transporter, 
check your life indicator. If it is 
considerably above the gun, 
then carry on, but if it is only 
just above it, reduce energy a 
bit so that you can get extra 
power pills at the end of the 
level. 

Gauntlet & The 

Deeper 

Dungeons 

Terry Eastwood has 
produced a cheat for 
Gauntlet and Deeper 
Dungeons on 128 + 2 
Spectrum, using Sinclair 
Joystick as first choice, and 
Kempston Joystick with 
Interface as the second 
choice. 

Load the game and 
choose the one player option, 
then choose Merlin as your 
player. The machine will then 
pick Questor as the 
Alternative. 

Play the game as 
normal, but when Merlin's 
health is getting low, bring 
Questor into the game by 
pressing the Fire button on 
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the second joystick. When 
Merlin is dead, destroy his 
bones by using Questor. Then 
press Caps Shift and 
Spacebar, which will give you 
Merlin on standby. Repeat the 
procedure when Questor is 
low on health, pressing the 
Fire button to bring Merlin 
back into the game before 
Questor is dead. Once he is 
dead press Caps Shift and 
Spacebar and so on. 

Donald Hay 

reveals more pokes 

Escape from 
Singe's Castle 

Enter the following 
and run tape from the 
beginning for infinite lives. 

10. Paper 0: Ink 0: Border 0: 
Clear 32767 
20. Load~Code16384: 
Load-Code 

30. Poke 35766,0: Randomize 
USR 32768 


Poke 33951,0 Infinite lives 
Poke 34671,201 Permanent 
daytime. 

Poke 36718,201 No Aliens 
Poke 36311,0: Poke 36356,0: 
Poke 36373,0: Poke 36418,0 
Once you have collected an 
item you can keep it, rather 
than losing it once you have 
used it. 

Little Al 

Merge header and 
enter the following before the 
first Randomize USR 
statement. 

Poke 24922,N where N = 
number of lives. 


Sigma 7 

Merge loader and 
stop tape 
Edit line 5 to read 
5 Poke 62497.N: Randomize 
USR 61382 

where N = number of lives 
required 

Press Enter and then RUN 
and play rest of tape. 

S.O.S. 

Merge header and 
enter any of the following 
before Randomize USR 
statement. 


Avenger 

To improve the poke 
I sent in for issue 14 handbook 
Edit line 40 to read 
40. for n * 33405 to 33422: 
READ a: Poke n,a: next n 
and edit line 60 to read 
60 DATA 62,0,50,223,216,62, 
201,50,244,202,62,241,50, 
92,160,195,0,68 
this gives 240 keys to start. 


WCK UP CORNER 

Even the best Mags 
make mistakes with istings, 
and we are no different, but 
perhaps make fewer than 
most. Our thanks to Donald 
Hay who pointed out that 
there was a slight error in his 
Issue 16 ANTIRIAD poke. 

The Data item 41 in Line 50 
should read 141 

We are sorry for any 
^rouble caused. 
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Sceptre of 
Bagdad 

Merge header and 
enter poke before Randomize 
USR statement. 

Poke 59858,0 for infinite lives 
The merge does not always 
work on Donalds tape so you 
can enter the following 
instead and play tape from 
the start. 

10. Clear 24063 

20. Load~Code16384: 

Load-Code 

30. Poke 59858,0: Rand USR 
58002 

Solution 

To be used ONLY 
with POKE. 

1. Swop Pillow for Flute. 

2. Go to 12. Swop Hat for 
Purse. 

3. Go to 13, enter Tower up 
Rope, Right to 16, Jump at 
Bird and you fall to 17 

4. Swop Flute for Wing and 
go left 

5. Jump over Birds Nest and 
stand above Bees Nest and it 
will fall and release Bee. Jump 
off ledge. 

6.Swop purse for keys and go 
to 12. You can now go through 
Wardrobe. 

7. Go down stairs and right, 
then down to 20. Swop keys 
for sling. 

8. Go to 26 and jump at Cupid 
on Fountain. She will 
dissappear. 

9. Go to 4. Swop wings for 
Trident and go back to 26. 

10. Jump at top of fountain to 
enter clouds and go down 
hole at bottom of screen. 

Jump at oyster shell until 
trident is exchanged for pearl. 
You now have a loaded sling. 
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11. Go to 13 and sling will be 
changed for coconut. 

12. Go to 27. Swop pearl for 
trunk and go into water. You 
will now glide across to a 
mirror. Make sure the coconut 
is changed for the mirror. 

13. Go to 31 and walk towards 
lady who will disappear. 

14. Go to 10, change mirror 
for ring. Go to 5 and change 
trunk for whisk. 

15. Go to 18. Change whisk 
for Ali Baba Book. 

16. Go to 35 and stand on 
plug, then go to 7 and swop 
Fire Ring for Purse. 

17. Go to 35, stand on plug, 
go through door, wak across 
room and you will have a full 
purse. 

18. Go to 24, through first 
door, and swop book for axe. 

19. Go to 5, change purse for 
trunk, which will now be sharp. 

20. Go to 32 and walk 
towards man who will 
disappear. 

21. Go to 9, change Axe for 
net and go to 7. Catch bee in 
net, which will now be full. 

22. Go to 3 and swop trunk 
for sword. 

23. Go to 28 and jump at web. 
Sword will exchange for 
string. 

24. Go to 1. Change net for 
whip. Go to 25 and swop whip 
for full axle by jumping at 
wheel. 

25. Go to 38. Jump at broken 
axle and change for full axle. 
The Bridge above will now be 
lowered. Go up, then right, 
and jump across bridge. Keep 
going right and you will come 
to the Island between 
Airports. 

26. Change Axle for Bow. 

Bow will now be restrung. 


27. Go to 36. Change string 
for quiver. The bow will now 
be loaded. 

28. Go to 21. Change quiver 
for lamp. 

29. Go to 41. Walk to seesaw 
and you will be shot upwards. 

30. Change Bow for Sceptre. 
Jump up and go to 1. Now 
walk to the end of the balcony 
and you have completed the 
game. 

N.B. On your travels, make 
sure you do not change 
objects accidentally and 
always have the correct 
object to exchange in view. 

Rasterscan 

Merge header and 
enter the following line. 

35. Poke 39237,0 
Press RUN and load the rest 
of the program for infinite 
time. 

Trap 

10. Clear 65535 

20. Load-Code 16384 

30. Load-Code 16384: 

Load~Code 

40. Poke 39558,0: Poke 

39230,0 

50. Poke 39235,0: Poke 
39240,0 

60. Randomize USR 38700 
This gives infinite 
lives, but will also get you to 
the landing strip on level 1 
without having to shoot any 
boats or aliens, except the 
meteors. 

Curse of 
Sherwood 


For infinite lives 
Merge header and insert 
Poke 64613,0 before 
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Randomize USR number. 

SOLUTION 

From the start. E, E, 

E. E, GET CLUB, E. S, E, 
ENTER CIRCLE (to 
transport), SHOOT GATE, E, 
S, GET DAGGER AND 
CROSS, N, W, ENTER 
CIRCLE (to transport back), 

W, N, E, ENTER HOUSE, 
KILL OWNER, GET MIRROR, 
EXIT HOUSE, W(10 times), 
(make sure you have dagger, 
mirror and cross), KILL 
DRAGON and GET TEETH, 

E, S, KILL BIRDS, N, ENTER 
HOUSE, (do not kill witch - she 
will exchange mirror and teeth 
for Fire Extinguisher), EXIT 
HOUSE, E, E, N, E, GET ICE 
WAND, E, E, (ignore 
crossbow), E, (river will 
freeze) E, E, KILL DRAGON, 
EXCHANGE FIRE 
EXTINGUISHER FOR 
MONEY, W(5 times), GET 
DAGGER, E, N, KILL MAN, 
GET KEY, GO THROUGH 
GATE. W. ENTER HOUSE, ( 
do not kill man - he will 
exchange gold for map of 
swamp), EXIT HOUSE, W, 

Find Way through Swamp), E, 
E, S, E, N, THROUGH GATE, 
WALK ONTO PENTOGRAM. 
END. 

Bomb Jack 2 

For infinite lives 
10. Clear 64499 
20. Load~Code 
30. Poke 65225,244: Poke 
65226,251 

40. For F « 64500 to 64507: 
Read A: Poke F,A: Next F 
50. Randomize USR 64705 
60. Data 62.50,50,213, 
144,195,0,91 







Jail Break 

For infinite lives 
10. Load""Code 
20. Poke 29755,195: Poke 
29756,140: Poke 29757,116 
30. For F = 29836 to 29843: 
Read A: Poke F,A: Next F 
40. Randomize USR 29696 
50. Data 62,201,50,129, 
198,205,62,116 


SNAPSHOT 

MULTIFACE 

SPECMATE 

POKES 

Our thanks to Chris 
Heath for the following game 
help. 

STARQUAKErPoke 
50274,0 Infinite lives 

ARC OF YESOD: 

Poke 47530,0 Infinite Lives 

GREEN BERET: 

Poke 44542,201 No mines 
GREEN BERET: Poke 

46195,201 No mortar 


GREEN BERET: POKE 

41998.201 Speed 
GREEN BERET: Poke 

44868.201 No bullets 

JET SET WILLY 2: 

Poke 31254,195 Infinite lives 
JET SET WILLY 2: Poke 

31224.201 Immortal 
JET SET WILLY 2: Poke 
30579,255 Fall any height. 
JET SET WILLY 2: Poke 
30027.X X = start room 
JET SET WILLY 2: Poke 

31657,X X « Max. number of 
monsters. 

JET SET WILLY 2: Poke 
34686.X X« objects to 
collect. 

ELITE: Poke 42263,0 
Blow up Space Stations 
ELITE: Poke 46848,0 One hit 
destroys 

ELITE: Poke 39517,0 Infinite 
Energy. 

ELITE: Poke 39959,0 Infinite 
Missiles 

ELITE: Poke 39987,0 Infinite 
escape capsules. 

ELITE: Poke 40016,0 No 
cargo loss when using escape 
capsule. 

ELITE: Poke 56280,0 Poke 
56290,0 Hyper space 


anywhere 

ELITE: Poke 46759,0 No 
laser temperature rise.*'# 
ELITE: Poke 61530,33 Poke 
61534,246 Poke 61536,0 
Cloaking device. 

ELITE: Poke 61467,0 Poke 
61477,0 Poke 41914,24 
E.C.M. Jammer 
ELITE: Poke 28820,0 Infinite 
Energy bomb 

ELITE: Poke 56260,0 Infinite 
Galactic Hyperspace 

Firelord 

Here are the spells to 
reach the magic places. 

Dogshead on Stand + 
Dogshead on Stand 
Watch + Bag of Money 
Broom + Hat 
Ball + Chain 
Cross Bow + Bottle 
Bread + Pyramid with magic 
on top 

Star on Stand + Key 
Sack + Sack 
Extra Life + ExtraLife 
Orb + Shield and Sword 
Rose + Star 
Magic + Bracelet 
Arrow on Stand + Signpost 
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part 11 

VOLCANO WEST SIDE 

START 


FROM EAST 
S.DEC^ 





CLIFF 


TO EAST SIDE 
A 
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Two of the charms 
are the hat and the arrow on 
the stand. Steal the 
information off the Wizard 
near the start to see who has 
the hat, and what they swop it 
for. To get past the fires that 
block the top exit of the 
screen, run into them, then 
press up, till you just touch 
them, then run down, repeat 
this method until the fire starts 
to flicker, then wait till the fire 
is down and run out of the 
exit Further information can 
be obtained from the man with 
the bald head, right at the 
bottom of the map. Also the 
Priestess, but not the one in 
the village. The other two 
charms are the head on the 
stand, and the Arrow on the 
Stand. All the charms may 
then be swopped with the 
Queen for her charm, which 
then has to be taken to the 
Unicorn to complete the 
game. 

Infinite Lives. Poke 34509,0 
Infinite Thieving Time Poke 
34685,0 

No energy lost. Poke 
34984,58: 39974,0: 

40003,58 

Never caught thieving. Poke 
39770,0:39771,0 
No Monsters. Poke 
42900,201:42916,201 
Walk through fire. Poke 
47110,201:39169,24 
Infinite Fire Power. Poke 
39552,205:39777,24 

Finally from Chris some further 
Multiface routines: 

TERRA CRESTA: 

Poke 65461,0 Infinite Lives 


AVENGER: Poke 
41052,201 200 keys 
AVENGER: Poke 51919,201 
Infinite Time 

STARQUAKE: Poke 

50274,0 Infinite Lives 
PAPERBOY: Poke 
49263,0 Infinite papers 
PAPERBOY: Poke 50777,190 
Infinite lives 

ROBIN OF THE 

WOOD: Poke 49111,0 No 
energy lost 

ROLLER 
COASTER: Poke 

38988,255 255 lives 

GLIDER RIDER: 

Poke 34931,0 Infinite energy 
GLIDER RIDER: Poke 
34818,0 Infinite time 
GLIDER RIDER: Poke 
37439,0:37440,0 Stops 
lasers 


Scott Moore presents more 
game playing hints on the 
latest from Software Projects 
with their sequel to Dragons 
Lair. 

Escape from 
Singe's Castle 

RIVER CAVES: 

Avoiding the rocks is 
quite easy, just move in the 
direction that the flash of 
lightening is positioned. The 
rapids are more difficult; take 
your time and rush through 
when you see daylight, 
pausing in the middle if 
necessary. 


BOULDER ALLEY 

Always keep a good 
distance from the ball behind 
you. Get too close, and Splat! 
Many small balls will come 
rolling towards you; to avoid 
them, run forward until they 
are behind you, and move 
back slowly , and they should 
crash into the big ball. Repeat 
until the level finishes. 
Occasionally a few gaps in the 
alley will appear, but just 
simply jump over them. 

THRONE ROOM 

The moves are Left, 
Right, Fire, Forward, Back 

A line will appear, 
and it will move around the 
screen. You must jump over it 
(moving forward) for a few 
times. 

Then right, another 
line will appear, and you deal 
with it in the same way, but this 
time it moves in the other 
direction. Finally push forward 
to finish. 


Jon North conjures up some 
more Pokes. 

SIGMA 7 

Play the tape from 
the start 

5 REM Sigma 7 by Jon North 
10 CLEAR 25087: POKE 
23624,0 

20 LOAD "SCREENS 
30 LOAD " CODE 
50 RANDOMIZE USR 61385 
Then one of these 
40 POKE 62497,no of lives(1 - 
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255) or 

40 POKE 60399,0 for infinite 
lives 

Now a couple of multiface 
pokes 

ARKANOID 

You can use POKE 
33085,number of lives(1 -255) 
or POKE 33702,0 for infinite 
lives 

SHADOW 

SKIMMER 

POKE 47828,number 
of lives (1-255), POKE 
53871,0 for infinite lives, and 
also POKE 50037,0: POKE 
50544,0 will get rid of most of 
the aliens. 

SOS 

You can MERGE ~ 
the bader and LIST 2 to see 
a bit of the bader. Then 
POKE 33950,0 for infinite 
lives, RUN and play the tape. 

SCEPTRE OF 
BAGDAD 

I think it’s pretty cool, 
especially for a cheapie. iVe 
got some tips but 111 leave 
them until IVe got a complete 
solution. To keep you going 
though here’s a routine for 
infinite lives. Play the tape 
from the start, 

5 REM S f O,B by Jon North 
10 CLEAR 24063: POKE 
23624,0 

20 LOAD"" SCREENS 
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30 LOAD~CODE: POKE 
59858,0 

40 RANDOMIZE USR 58002 

TRAP 

I'm not sure what will 
happen if 128-ists use this 
program, but I know it works 
for the 48K. Play the tape 
from the start, 

5 REM Trap by Jon North 
10 CLEAR 65530 
20 LOAD-SCREENS 
30 LOAD-SCREENS 
40 LOAD-CODE 
50 POKE 27126,0 
60 POKE 39558,0 
70 RANDOMIZE USR 38700 
Line 50 albws you to 
use all ships without going on 
about orbs, and line 60 is the 
obvious infinite lives. 

SKY RUNNER 

10 REM Sky runner by Jon 
North 

20 CLEAR 24767 
30 LOAD •"CODE 65050 
40 POKE 65098,201 
50 RANDOMIZE USR 65050 
60 LET a-62487 
70 POKE a,0: POKE a + 1,0 
80 POKE a + 2,0: POKE a + 
139,0 

90 RANDOMIZE USR 50735 
This gives infinite 
attempts at the codes, and 
stops the code changing if you 
get it wrong. It is normally T6, 
which is WHITE. I could have 
found an any code to start the 
poke, but an incorrect code 
corrupts the game, so this was 
the only alternative. 

ZUB 


If when playing the 
game you press 2,4,6 and 8 
simultaneously you go into 
Cheat mode. It makes you 
immune to the nasties, 
although you still lose energy 
if you hit the force field at the 
edges of the playing area 
Also here’s one for the 128- 
ists. First pause the game. 

Now press 3,5,7 and 9 
simultaneously and you will get 
a new game called LIGHT 
FARCE. There is no way of 
getting back to Zub after 
Light Farce though. 

FEUD 

Merge the loader 
and type this in line 4, just 
before the RANDOMIZE USR 
statement: 

LET a-51425: POKE a,0: 
POKE a+ 22,0: POKE a + 
68,201 

Lo and behold - your 
magician has infinite energy!! 


SHOCKWAY 

RIDER 

For infinite lives, play 
the tape from the start, 

10 REM Shockway by Jon 
North 

20 CLEAR 24799: LOAD - 
CODE 

30 FOR f - 60408 TO 60412 
40 READ a: POKE f,a: NEXTf 
50 RANDOMIZE USR 6e4 
60 DATA 62,183,50, 

139,180 

If you change the 183 
in line 60 to an 0, you also go 
to the next level when you 
lose an infinite life 
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CYROX 

For a number of lives 
or infinite lives, play the tape 
from the start, 

10 REM Cyrox by Jon North 
20 CLEAR 3e4: LOAD"" 
SCREENS 
30 LOAD ""CODE 
40 INPUT "1 -65535, 0 =* 
infinite:"; liv 

50 IF NOT liv THEN GO TO 
100 

60 LET a* liv-256*INT 
(liv/256) 

70 LET b«INT (liv/256) 

80 POKE 41649,a 
90 POKE 41650,b: go to 110 
100 POKE 50198,0 
110 RANDOMIZE USR 33001 
When the prompt "1- 
65535,0 «infinite" appears, 
type the number of lives (1- 
65535) and press ENTER, or 
type 0 and press ENTER for 
infinite lives. 


Matthew Scott of Newton 
Aycliffe offers some game 
help. 

Dragons Lair 

When the wind blows 
on level 1, hold all the 
direction keys down. 

Skool Daze 

The dates of the 
battles for the history lesson 
are:- 

Hastings 1066, Shrewsbury 
1403, Sedgemore 1685, 
Trafalgar 1805, Balaclava 
1854, Yorktown 1781, 
Evesham 1265, Levington 
1775, Borodine 1812, Ledanto 
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1571, Flodden 1531. 

Give My 
Regards to 
Broad Street 

Go to Holland Park 
at 9.16, then go to Kilburn at 
10.14, Elephant and Castle at 
11.40, Holland Park at 13.00, 
Covent Garden at 13.30, 

West Kensington at 14.38 and 
finally Regents Park at 15.22 
to complete the game. 

Now some Pokes that 
can be entered by merging 
the header and putting them 
before the Randomise USR 
Statement. 


HELL FIRE: Poke 
29137,0 

ABU SIMBEL 
PROFANATION: 

Poke 49290,255 

ASTRO 
BLASTER :Poke 

27422,0 

HUNCHBACK: 

Poke 24760,255 

LAZY JONES: 

Poke 56693,0 

PSYTRON: Poke 
26142,62 

SABRE WULF: 

Poke 43575,255 

TERMINUS: Poke 
45583,0: Poke 47023,0 

BOBBY 

BEARING: Poke 

29688,0 


JACK AND THE 
BEANSTALK: Poke 
56115,0: Poke 56116,0: Poke 
56388,62: Poke 56389,27: 
Poke 56396,0 

ROAD RACER: 

Poke 27150,0 

SPECTRAL 
PANIC: Poke 28522,0 

Super Cycle 

Once you have Max 
speed just steer the rest of 
the way. 

Terra Cresta 

Don't use a joystick 
as it is easier to control using 
the keyboard. Also shoot the 
bases which fire at you. 

Tutankahmun 

Merge the header 
and before the RAND USR 
statement type: POKE 
27783,0. 

N. Stone supplies a list of 
pokes for Multiface 1 ’ists. 

ALIEN 

HIGHWAY 39412,201 
Infinite energy. 

FROST BYTE 

33805,176,33806,176, 
36560,37 

KIREL 35392 ,0 Infinite 
lives 

AUTOMANIA 

53439,N (1 -255) lives 
NOMAD 40785,N (1 - 
255) lives 40703,0 Infinite 
lives 

HUNCH BACK II 

24482,N (1 - 255) lives 
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HOW TO WIN IN SIX EASY STAGES 







































YIE AR KUNG 

FU 29483,N(1 -255) lives 
61482,0 Infinite lives 
29974,N (1 -255) Energy 
Yours’ 

MONTY IS 

INNOCENT 5i 960 ,n 
( 1 -255) lives 

ORBIX THE 
TERRORBALL 

28775,N (1 - 255) lives 
32127,0 Infinite lives 

XEVIOUS 53592,N (1 
255) lives 

DANDY 40825,6 
9990 Energy Thor + 

Sheba 40826,39 40831,6 
40832,39 

SPACE 

HARRIER 41499,N (1 - 
255) lives 

IMPOSSABALL 

41115,N (1 -255) lives 41185,i 
Infinite lives 

GOONIESpoke 

33247,N (1 -255) lives POKE 
33409,0 Infinite lives 


AGENT 

ORANGE POKE 
35360,N (1 - 255) number of 
bombs, note that if you have 
255 and pick up another 
bomb it goes back to 0. 

POGOPOKE51550.N (1 - 
255) lives POKE 44259,201 
Infinite lives (when you die you 
go to the next screen) 

SHORT 
CIRCUIT PT II 

POKE 34511,N(1 -255) 

POKE 36485,0 Infinite number 
of times he can hit rocks or 
pot holes. POKE 36485,201 
He just drives over pot holes 
and rocks. 


Alan Walton offers some 
guidance. 

Jail Break 

For infinite lives 
10. Load""Code 
20. For H=29755 to 29763 
30. Read D: Poke H,D: Next H 
40. Randomize USR 29696 
50. Data 62,201,50,129 


198,42,240,255,233 

Handball 

Maradonna 

The codes: B ■ 3848, 
C = 1858, D « 2841, E = 6146, 
F - 7156, G- 8645, H- 8644, 
I - 5655, J- 3542, K- 1552, 

L - 2547, M-4257, N- 
6243,0 - 7253, P = 8744 
Use the initials NN 
(not now). 

Agent X 

For infinite lives. 

Merge the loader, 
edit line 10, and insert Poke 
26817,201 before the 
Randomize USR 25000 
statement. 

Marble 

Madness 

For infinite lives. 

Merge the loader 
and list line 40. Type Poke 
38579,0 before the 
Randomize USR statement. 
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Danny Hurley supplies the 
following help 

Zub 

I completed the 
Mastertronic game Zub. To 
do this you have to know 
where the three platforms at 
the top take you to: 

At the end of 1 go on to the 
middle platform, it will bring 


yop to 3. 

At 3 use the right teleport, 
and you go to 4. 

At 4 use the left teleport, and 
you go to 6. 

At 6 use the left, and you go 
to 7. 

At 7 use the middle, and you 
go to 9. 

At 9 use the middle to go to 
10 . 

To get from 10 use any 
teleport and you go to 9. 


From 9 use the left teleport 
and you go to 7. 

From 7 use the right teleport 
and you go to 6. 

From 6 use the middle teleport 
to go to 4. 

From 4 use the right teleport 
to go to 3. 

From 3 use the left and so 
complete the mission. 

PS Use the keyboard 
rather than a joystick, it's 
easier. 


That's All Folks 

May we thank all our regular contributors and 
those who have sent their stuff in for the first time. 
Prizes and vouchers will be winging their way out 
over the next couple of weeks. Please note we 
cannot give a prize for every contribution, and try to 
reward those who have put obvious effort into their k 
work. During the next three or four months we will » 
be going for availability of the Handbook in the 
computer retailers, and now even more than ever we 
need your Hints, Pokes, and Maps. We believe all 
our handbooks offer great value to game players and 
we want to make them even better value.So get 
sending in your original work and thrill to your 
name in print and even the possibility of free 
software. Cheers! 


Video World 


Introduced by Andrew Harrison 


Welcome to a new 
feature where I’ll be taking a 
brief look at some of the new 
Video releases. Many of the 


Videos I look at will no doubt 
have obvious computer 
connections, others may just 
take the eye. Either way there 


is no doubting the obvious 
links between computers and 
Video. In the main, first class 
home entertainment. What 
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better, to kick off the column, 
than with the latest Sci-fi 
chiller, recently available on 
certain computer formats. 

Title: Aliens 
Released by: CBS/FOX 
Video 

Running Time: 137 minutes 
Cert: 18 

Release date: Before the 
end of April 

At last we see the 
sequal to the 1979 horror Sci- 
Fi classic ’Alien’ and, as before 
the movie stars Sigourney 
Weaver as the heroine. It is 
57 years after the Alien 
attack on board the space 
freighter Nostromo, that killed 
all the crew except for one, 
Warrent Officer Ripley ( 
Sigourney Weaver). She is 
found in suspended animation 
drifting in her escape shuttle, 
and is taken to a space 
statbn, orbiting earth. There 
she is interrogated by the 
company executive who 
refuses to believe the story of 
the Alien. Ripley is then 
horrif ied to discover that the 
very planet where the crew of 
the Nostromo had discovered 
thousands of unhatched Alien 
eggs, is now being colonised. 
Then, when contact is lost with 
the planet, Ripley agrees to 
accompany a squad of 
marines to find out what has 
happened. When they arrive 
they find the sole surviver, a 
little girl called Newt, and 
discover that the base is 
inhabited by the Aliens. From 
then on Ripley and her 
companions face a terrifying 
f ight for survival. 

James Cameron, the 
Director of Aliens had a hard 
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act to follow after Ridley 
Scott’s 1979 shocker, but he 
makes a very good job of it 
indeed. After a necessarily 
sbw beginning to establish 
what happened in the first film, 
it soon takes off, and provides 
a very strong storyline, 
connected, but seperatefrom 
the original. In Alien Scott had 
a surprise in the appearance 
of the monster itself, and 
nobody who saw H. R. Giger*s 
chilling creation is ever Ikely 
to forget it. Having been 
robbed of the element of 
surprise, Cameron still 
deploys his Alien(s) with great 
effect. 

The special effects, 
military hardware, and alien 
landscape all give the film the 
reality on which the impact of 
the film depends. Aliens is a 
very worthy successor to 
Alien, and that is something 
very hard to find nowadays in 
sequels. So now it is up to you 
to watch it, and decide if you 
agree with my conclusions. 

That leads us from 
one chiller to another, 
again another sequal, but 
this time with no current 
computer connection. 

Title: A Nightmare on EJm 
Street Part 2: Freddy's 
Revenge. 

Released by: Warner 
Home Video 

Running Time: 85 Minutes 
Cert: 18 

Release Date: 24th April. 

The Walsh Family 
have just moved into the 
house on Elm Street that the 
Thompsons fled from only 5 
years before. Freddy, the 


burnt, disfigured child 
murderer, now haunts the 
dreams of 17 year old Jessie 
Walsh. This time Freddy 
decides that Jessie will kill for 
him (considerate man this 
Freddy isn't he). As the film 
progresses Jessie starts to 
change into Freddy every 
time that he wants to slice 
somebody into corned beef, 
with those sharp little finger 
knives. 

As with the original, 
the film starts well, with three 
terrified teenagers trapped 
on a bus, rocking backwards 
on a very high, pointed rock, 
in the middle of a huge pit. 
Freddy is also on the bus, and 
is advancing on his victims 
cornered at the rear of the 
bus. 

Robert Englund stars 
again as Freddy, and you 
have probably seen him in V 
as the friendly Alien in the 
resistance group of humans. 
The film is directed by Jack 
ShokJer, and not by the 
director of the original Elm 
Street, Wes Craven, whose 
other films include The Hills 
have Eyes, The Last House 
on the Left, and Deadly 
Friend. 

My final conclusion is 
that it is a good sequel, but 
not one for the squeamish. 

Oh, by the way, if you think 
Freddy has gone now, you’d 
be wrong, because Wes 
Craven is bringing him back in 
A Nightmare on Elm Street. 
Part 3. Dream Warriors. 

That's it this month, 
no doubt 111 be back again in a 
future issue, and look forward 
to the next time. 





Robert Troughton 
aged 14 had the following 
comments: 

I would like to 

comment on one of the most 
talked about subjects in 
computer software - Pirates. 
Pirates are not the ugly 
murderous sea men they used 
to be, now all they are are 
people who make copies of 
their games and either sell 
them or swap them. I know a 
few pirates at my school, but 
they are just normal like the 
rest of us. When I asked them 
why they copied so many 


compare programmers from 
OCEAN and 

MASTERTRONIC, you will 
see that OCEAN hire more 
people for programming the 
games (musician, graphic 
artist, main code writer and 
more). If you look at 
MASTERTRONIC, all there is 
are the musician, graphic 
artist and main programmer, 
the difference is that nearly 
always the programmer and 
artist are the same person. 

I think it is about time 
that the software companies 
looked at themselves, and the 
people who buy their software 


similar standard of game at 
£1.99. We believe there is a 
place for both game types but 
the £10 games do really have 
to be worth the asking price, 
there are a great many 
companies releasing totally 
average games at silly prices. 
Also it is very difficult for a 
new budget label to be 
released as people like 
Mastertronic have cornered 
the budget market, making it 
very difficult for even big 
companies to get a foot hold, 
ie, even US Gold with all their 
resources have up until now 
had disappointing sales of 




games, they stated "games 
cost too much these days!". I 
entirely agreed with them. 

The problem is that all the 
major companies wait for their 
rivals to go into budget 
software, then if the company 
still holds out, they all follow 
suit. What software 
companies don't realise is the 
fact that only games over a 
fiver get copied. £1.99 games 
are safe as far as pirates are 
concerned. If they like a 
game on the budget range, 
they buy it. Software 
companies probably lose 
more money selling games at 
£10 than they would at £2! 
Even so, they keep their 
prices steady. 

But, why do they 
need such high prices? If you 


(and copy). All it needs is a 
leader to spark off all the 
others - US GOLD have made 
a start, but only part of their 
software is budget price, the 
same goes for ELITE. The 
companies shouldn't be 
scared that they'll go bust -1 
haven't seen any major 
budget company go bust yet, I 
probably never will! 


H+D Comment 

Interesting point from 
Robert. We believe that 
many who copy games, do so 
regardless of the price, but 
we do know that if you’re 
gong to buy a game then why 
risk wasting £10 when most of 
the time you will receive a 


ffTeir budget games on the 
Americana label, to the point 
that one of their most recent 
releases on the C64 Karate 
Champ’ has now been re- 
released on the back of their 
Tag Team Wrestling’ game, 
this was apparently due to 
poor sales on their Americana 
label. 

There is nothing 
better for a magazine than to 
have a healthy Postbag, and 
we would like to hear your 
thoughts on the Home 
Computer market in the 
coming months. If you have 
any comments to make 
address them to: 

Reader Feedback, H 
& D Services, 1338 Ashton 
Old Road, Higher Openshaw, 
Manchester, Mil 1JG. 
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Title: HIT PAK 6 PAK 
Publisher: Elite 
Address: Anchor House, 
Anchor Rd, Aldridge, 
Walsall, WS9 8PW. 

R.R.P.: 9.95 

Game Type: Misc Arcade 

There is no doubting 
that Compilation tapes of 
previously released games 
are both a welcome and 
unwelcome addition, 
according to your position 
in the Home Computer j 
world. They are welcomed 
by some buyers, as you’re 
getting usually a selection 
of good quality games at 
budget prices. Equally so 
there are a number of 
buyers who have forked 
out the full price for many 
of the games, and could 
feel cheated. Why bother 
buying the latest game at 
£9 or £10, when it may re¬ 
appear a few months later 
at a large reduction; but 
then again you cant 
gaurantee that. The 
Software Houses bve it, 
as it adds even more sales 
to an apparently dead 
product, but the retailers 
frown when they find that they 
still have full priced originals 
sitting on their shelves. 
Arguments aside, without 
doubt this is one of the very 
best compilations to appear, 
and there is even a free 
unreleased game thrown in for 
good measure. 

The 6 Pak in fact 
contains 7 titles, six of which 
need very little introduction, 
and we wonl waste too much 
space telling you about them. 
Scooby Doo, the much 
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heralded 2D Arcade 
adventure that takes place in 
a castle filled with bts of 
ghosts and ghouls, Fighting 
Warrior, the left right scrolling 
combat game that has you 
battling it out with various 
adversaries. 1942, for arcade 
action from World War II. 
Antiriad, the excellent Arcade 
Adventure that sets you a 
quest to save mankind. Jet 
Set Willy II, the platform and 



ladders challenge featuring 
Miner Willy. Split 
Personalities, the excellent 
sliding puzzle game featuring 
all sorts of surprises, and the 
final game Duet which we will 
tell you just a little more about. 

The beauty about 
Duet is that you can play sob 
or with a friend ie. you both 
control a soldier on the 
playing screen. Your brief is to 
collect vital documents from 
each of the areas, to hinder 
you there will be enemy tanks 
and foot patrols, plus 
minefields. The game owes a 
bt to Commando with a few 


added touches ie Wire 
cutters, which need to be 
picked up to access an area 
etc. Also there are touches of 
Gauntlet as the enemy 
soldiers flood out of set areas 
of the screen, denoted by a 
gunsight. To stem the flow of 
enemy soldiers you must shoot 
the gunsight. Graphics are 
fairly cheap looking but, if you 
can find someone to play with, 
it is all good fun. Team work is 
very important and you both 
have an energy level that you 
need to keep a dose eye on 
ie. if you stumble across a 
piece of cake, you should 
allow the soldier with the 
bwest energy level to take it. 
Should one of you get killed 
then your friend can only sit 
and watch helpless as you try 
to complete the game on your 
own. Far from easy. As a 
stand abne game we would 
gladly pay £3 or £4 for this 
game abne. 

Elite have produced 
an excellent package of re- 
released games with Antiriad 
being the most recent release 
with the Amstrad versbn only 
being available as recently as 
January 30th this year. Duet 
plus any two of the other 
games are worth the asking 
price, so even if you have two 
or three of the games in your 
collectbn already, it is still 
worth adding to your 
collectbn. 

Hit Pak The Scores 
Graphics 88% 

Playability 93% 

Addictiveness 92% 

Instability 95% 

Value For Money 96% 

H & D Rating 95% 
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Title: KNUCKLEBUSTERS 
Publisher: Melbourne 
House 

Address: 60 High St, 
Hampton Wick, Kingston U 
Thames, Surrey, KT1 4DB 
R.R.P.: 8.95 
Game Type: 

Arcade 

You play the 
part of Deke who is a 
man on the run. You 
have escaped from 
prison and have to 
make your way to 
sanctuary. To reach 
sanctuary you must 
travel through six 
different zones but in 
doing so you must 
pass through some of 
the most heavily 
policed zones of the 
city. What with this 
and lethal androids on 
your tail plus a city 
about to explode, 
things are not looking 
too rosy for our hero 
and you. 


Knucklebusters is an 
up and down, left and right, 
poor mans Judge Dredd and 
the lack of depth of game play 
make it very repetitive. In 
defence of the game, it is not, 
say, as complicated as Judge 
Dredd which turned many off: 


so, in fact, if you enjoy running 
around various screens 
partaking in fisticuffs then this 
might be for you. The cover 
shows a helmeted figure and 
once again a software House 
is attempting to sell a game on 
a link with American Football. 


Despite the nice words 
said on the inlay by 
such magazines as C & 
VG, Your Computer, 
and Commodore 
Computing about the 
C64 version, the C64 
version faired badly, a 
fate that will probably 
also await this totally 
avarage beat em' up. 


Knucklebusters The 
Scores 
Graphics 66% 
Playability 72% 
Addictiveness 54% 
Instability 53% 
Value For Money 
56% 

H & D Rating 54% 


Title: NEMESIS 
Publisher: Kona mi 
Address: Bank Building, 
Bank St, Newton Abbot, 
Devon, TQ12 2JL 
R.R.P.: 7.95 (Spec), 8.95 
(Ams,C64) 

Game Type: Arcade 

Well if queues of 
people waiting to buy a game 
are anything to go by then this 
should be a top seller. Konami 
have recently been releasing 
their own titles and this is their 
latest release. 

The planet Nemesis 
an earth type planet is under 


attack from an old 
hostile enemy from 
the planet 
Bacterbn. The 
people of Nemesis 
are in serious 
danger of being 
completely 
destroyed and to 
help save them 
you have just 
launched the 
prototype 
hyperspace 
fighter, the Warp 
rattler. The entire 
galaxy awaits the 
outcome of your 
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duel to the death. You must 
make It to the Bacterion 
superfortress, whilst stealing 
enemy power capsules along 
the way. You are the last 
hope of these gentle people 
of Nemesis. Get ready to win. 

Nemesis is a straight# 
forward 2D shoot em' up but it 
does have style. The graphics 
and animation are excellent, 
and improve the further you 
get into the game. When you 
are shot down you crash to 


the ground superbly. As you 
progress in the game you 
have the ability to pick up 
more and more weaponry and 
so strengthen your chances of 
winning, although the enemy 
defences also grow stronger 
in line. The action is simply left 
and right, up and down, and 
your craft is just a little on the 
slow side. Having played 
Uridium, the game appears to 
take you back a step or two, 
and has little more to offer 


than other shoot em' ups on 
the market. 

A good conversion of 
their arcade original and fans 
of the game will not be 
disappointed. A very good 
shoot em' up! 

Nemesis The Scores 
Graphics 86% 

Playability 84% 
Addictiveness 77% 
Instability 75% 

Value For Money 79% 

H & D rating 78% 



Title: KRAKOUT 

Publisher: Gremlin 
Address: Alpha House, 10, 
Carver St, Sheffield, SI 
4FS. 

R.R.P.: 7.99 
Game Type: Arcade 

If actual screen shots 
help sell a game then the ones 
accompanying this verson of 
Breakout do no harm at all. 
Krakout may not be an official 
arcade coin-op conversion, 
but what has it to offer. The 
first noticable difference 
between this and previously 
reviewed Arkanoid is that you 
play the game on its side, as 
you control your bat which 
moves up and down instead of 


left and right. You are also 
given the option of having 
your bat on either the left or 
right side of the playing 
screen. No thrilling scenario 
for this: it is quite simply up to 
you to out manouvre the 
awesome ogre and blast a 
path through the myriad of 
colourful bricks, so that you 
can progress to the next 
level. 

Once again the aliens 
swarm towards you and by 
hitting a brick you may 
receive a bonus. Bonus items 
include, Glue: sticks the ball to 
bat until fired, Bomb: when hit 
destroys all adjacent bricks, 
Shield: creates an impassable 
barrier behind you, Missile: 


allows you to blast bricks, 
Slow Down: slows down the 
ball, Times Two: doubles your 
score, Double Bat: gives you 
two bats, Extra Man: say no 
more, Expand: makes your 
bat bigger. The aliens do 
have some nasty effects if 
they manage to hit you. They 
can freeze your bat, eat the 
ball, create two balls or even 
bomb bricks, plus some other 
equally horrible actions. 

Krakout has some 
100 screens and this added to 
the tremendous playability 
make it a must for Breakout 
fans, you can even alter the 
game to suit your own 
standard, and have a choice 
of speed of ball, some of the 
slower speeds are a yawn, 
but play around and find your 
own level. Totally addictive, a 
little steep in price but worth 
every penny. 


Krakout The Scores 
Graphics 83% 
Playability 86% 
Addictiveness 88% 
testability 90% 

Value For Money 88% 
H & D Rating 89% 
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Title: STAR RAIDERS II 
Publisher: Electric Dreams 
Address: Terminus House, 
Terminus terrace, 
Southampton, SOI 1FE 
R.R.P.: 9.99 
Game Type: Arcade 

Star Raider 

Commanders are a fairly rare 
commodity these days, you 
are one of the last who hasn't 
retired, and the Federation 
needs you. Teris a paradise 


main areas Over Teris where 
you must defend, and over 
Procyon where you must 
attack. You must also protect 
the Federation Space ships 
where you can re-fuel and 
repair. 

Included is an overall 
galactic chart where you can 
take a look at the various 
galaxies, and view certain 
locations of the enemy craft 
and strongholds. At any time 
your craft has the ability to 


times are a little pathetic and 
do let down what on the face 
of it appears to be an 
intriguing game. There are 
some good bits to the game 
like bombing the ground 
installations, but in the main 
the game was a little 
repetitive. The inlay kept 
harping on about this being 
the sequel to the successful 
Star Raiders game. On the 
basis of this sequal we’re not 
too disappointed that we 



where people go to retire, is 
under threat from the Zybns. 
Their leader Chut now 
commands an awesome Zylon 
Master force, and as we sit 
here Zylon forces are 
attacking Teris. You are given 
control of the hottest fighter in 
the galaxy- the Liberty Star, 
you must wipe out the entire 
Zylon fleet. You must also 
penetrate their stronghold the 
Procyon star System and 
destroy their attack bases. 

The action takes place in two 


warp to differing Star 
systems. The Zylon fleet 
contain three levels of 
spacecraft each with its own 
strengths and weaknesses. 

The whole game 
revolves around your ability 
to keep your eye on all the 
areas under your control. It is 
no good defending your 
planets if your Space Stations 
are under attack, as you need 
them for repairs and re¬ 
fuelling. So the skill is in finding 
the right balance. Graphics at 


missed the first. 

A well hyped game 
that is accompanied by a 
superb poster, but backed up 
by a fairly avarage cockpit 
view shoot em' up. 

Star Raiders II The 
Scores 
Graphics 58% 

Playability 75% 
Addictiveness 59% 
Instability 62% 

Value For Money 52% 

H & D rating 55% 
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1338 - 
The Saga . 
Continues 

Well is it really a 
whole month since we had the 
last thrilling episode of life at 
1338. We want more we hear 
you cry, or is it no more? 
Anyway enough of this 
waffling and on with the story. 
Never can so much activity 
have generated so little 
result. The office has been a 
veritable nerve centre of all 
the activities that one can 
associate with the Home 
Computer Industry. For 
instance the mailbags have 
been packed with orders from 
eager customers wishing to 
take advantage of our 
fabulous memorial tape offer, 
of the life and times of 
Gobble. Unfortunately we 
have had problems which all 
started when a well known 
Manchester Software House 
whilst offering a very 
handsome licensing 
agreement were insisting on 
sole rights to the name of 
Gobble for their product. 

Things may not have been too 
bad but it was then 
discovered that a small clause 
in Gobbles last will and 
testament stated that all 
monies should go towards a 
memorial statue of himself, 
that would be erected directly 
outside the offices. Mr H. 
knowing that it was a silly idea 
had ignored this fact on the 
basis that the council would 
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throw the scheme out. A major 
error on Mr H’s part as 
Manchester City Council 
immediately formed a 
commitee to look into the 
proposal. Mr H. realising that 
his shameful act would come 
out into the open abandoned 
the Gobble project and any 
thoughts of a licensing deal. 
We can only say to all who 
have wrote in for the tape, 
that we send our deepest 
apologies and we will be 
returning all the monies in the 
very near future. 

Spring is upon us, 
although with the rain lashing 
down outside it is a bit hard to 
believe, but suddenly 
everyone in the office has 
become obsessed with Sport! 
Was it mans eternal urge to 
conquer the unknown whilst 
stretching his potential to the 
limit that had had this effect on 
all at H & D, or was someone 
putting something in the 
coffee, anyway it was Mr. D 
who was first to reveal his 
urges although at the outset 
the staff were just a little 
worried about the drawn 
haggered look he had taken 
on. No longer was he 
bouncing up the stairs in the 
morning, singing Vera Lynn 
songs, he just stumbled 
around the offices looking 
almost as decrepit as Mr H. 
Every movement caused 
considerable pain and yet 
strangely enough physically 
he began to get bulges where 
none had been before. Finally 
as Mr H. was dusting off the 
insurance policies the staff 
finally plucked up the courage 
to ask Mr D. what the problem 
was. Percy agreed to enquire 


in his own subtle way as to his 
health, "Wots up mate, you 
look like death warmed up?”. 

It finally came out that he had 
started to go 'Working Out' ie. 
Weight Training, which 
explained about the bulges. 

Mr D. is convinced that it’s 
doing him good but meanwhile 
the staff look pitifully on whilst 
he attempts to lift his pen. Carl 
obviously upset about his 
masculinity being called to 
question has taken up karate, 
he made his decision after 
many hours of practice 
playing Uchi Mata on the 
computer. He was just a little 
upset when he went to his first 
session and discovered that 
karate wasn't the one where 
you can wrestle with other 
men, but all credit to him as he 
appears to have stuck it out 
and is now the proud owner of 
an off white belt. Percy being 
keen on Football and an avid 
Manchester City supporter 
(now there's a conundrum) has 
signed up for a local Sunday 
League team - Oldham 
Arthritic. He likes to be called 
an attacking winger, mainly 
because he runs the line with 
a flag, but one day the 
manager promises to let him 
play. He is though, the 
Secretary of the team and 
last week he was up before 
the league commitee for 
bringing the game into 
disrepute, when he had 
refused to play a match as it 
was raining, and he didn't 
want the new kit he had just 
bought to get dirty. Even Mr 
H. has joined in and now parks 
his car a good 50 yards from 
the office and jogs the rest of 
the way. Even on the first 






morning when he arrived, in a 
terrible condition, he insisted 
that he’d keep at it since it 
would be a shame to waste 
the £200 he’d spent on his 
pink designer gear. 

Away from Sport, you 
obviously want to know what's 
been happening in the offices. 
Mr H. had recieved an office 
furniture catalogue and hastily 
ordered himseifsome 
Executive furniture. Mr D. 
convinced him that it would be 
just a little unfair on the staff if 
he was to get furniture without 
buying some for the office. Mr 
H. grudgingly agreed and also 
ordered 6 canteen tables and 
a couple of steel bins to keep 
the staff happy. Now all that 
was left for Mr D. to do was 
smuggle Mr H.'s furniture up 
to the Executive office without 
the staff seeing, a plan that 
was totally scotched when Mr 
H. went around showing all the 
staff pictures of his new 
furniture. To avoid a strike Mr 
D. reluctantly agreed to allow 
a day off, which happens to 
be Easter Sunday, but the 
staff seem to be happy with 
the arrangement. 

New furniture meant 
a clear out and all the staff 
have been busy throwing out 
the rubbish. Percy was twice 
pulled out of the skip by Liz 
and spent most of the time 
hiding in a cabinet draw until it 
was all over. The clear out did 
unearth some long bst 
correspondence which 
included a review of Dark 
Sceptre, a hand written issue 
of Hints and Pokes No 1., and 
a letter from Mr Long of 
Glasgow who wrote in June 
1985. He should by now have 


received Issue 1. Despite this 
the problems of the 
disappearing files has 
continued. Liz has been still 
unable to explain this and Mr 
D. has been forced to give Liz 
a final warning. Liz remains 
adamant but Mr D. cannot risk 
the good name of the 
company and explained to the 
staff that he had been left no 
other option and if any more 
files were to go missing she 
would be sacked. So no files 
but certainly plenty of junk, 
even a whole pile of flash 
bulbs, and some rolls of film, 
obviously something to do with 
the last tenants. Anyway 
they’ve been sent to the local 
chemist for developing in the 
hope that this will reveal the 
rightful owner. 

With our cleaner 
being a keen photographer it 
would have been nice to ask 
her to develop them but she 
appears to have fallen ill. It 
was all very sudden. One 
minute she was happy 
mopping the foyer, and 
singing "The Hills are Alive", 
the next she had been caught 
violently ill and had had to 
rush home. Even one of our 
customers was surprised at 
the time, he had parked his 
motorway patrol car outside 
whilst he got some information 
which had been driving his 
local station sargeant potty. I 
remember we'd dug up the 
solution and he was relaying 
the necessary commands 
over his radio back to his 
sargeant. At one point 
interference on the line had 
caused him to shout one of the 
commands, "Get Bucket", at 
this there was an almighty 


racket and the last we saw of 
our cleaner was her dashing 
down the road, still clutching 
her mop and bucket. We hope 
she comes back soon 
because Joe has been taking 
some tong lingering looks at 
his pinnie in the hope that he 
will be asked to clean up 
again. One piece of good 
news from our customer was 
that Robert who had been 
mithering Carl had been 
caught and is now back in the 
asylum. It was a great relief 
and Carl has been convinced 
that it was for the best and 
has been advised against 
visiting him. 

Old age seems to be 
taking its effect on Mr H. who 
seems unable to remember 
things from one moment to the 
next, the staff are beginning 
to notice his senility and it is 
having a detrimental effect on 
morale. He will ask for 
something one minute and 
then when he is given it he 
denies all knowledge and tells 
you to take it away. To top it 
all he has even shaved off his 
beard, but has bought a false 
one, which he sometimes 
wears. Mr D. is trying not to 
get involved but has been 
consulting some Psychiatric 
text books in the hope of 
finding an explanation for his 
strange behaviour. 

Overall things are 
getting just a little strange at 
H & D, and it appears whether 
unwell or not, Mr D. has his 
work cut out to keep the well 
oiled H & D organisation going 
over the next few tense 
months. Join us next issue 
when you will hear Mr H. say; 
"I'm knackered!!!!!!" 
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f :- 

WANTED ALIVE OR DEAD 


£10 Software value 

We are on the lookout for Solutions, Hints, Maps 
Pokes for our handbooks. Senders could find 
themselves entitled to free software of their own 
choice, with the option of even greater reward for 
regular contributors. 

Please follow these simple rules: 

1. Write neatly or if possible type your contribution. It helps if you state 
machine they were produced for. 

2. Maps should be easy to read although the size now matters little as we 
have to re-draw them for the Handbook. 

3. If you need 


Subscription Rates. 


The Spectrum Arcade Handbook is available at 3, 6 and 
12 issue rates. All include P/P to your home. 


3 issues £2.75 
6 issues £5.00 
12 issues £9.00 


Back Issues 1 to 16 of the Arcade Handbook are still available at £1 
each, or all 16 for only £12. 


The Spectrum Arcade Handbook issue 

18 will be available from May 18th 1987. 
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